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General Information 


ome of tke objects tbat are listed on tbe maps in tins book 
are randomly placed wben tbe game starts and may not be 
found in tbe locations labeled. Also, witb all tbe monsters 
running around witb minds of tbeir own, some may pick up objects and 
move tbem around as tbey see fit. 



In selecting other members of your party (you can add up to three more 
characters from a selection of seventeen) you will f ujd .tl^ not any one 
champion contains a large amount of experience in any of tie four classes 
that they can excel at (if tbey even contain any e^Qperience at alll). It 
will be up to you to develop these skills early on and beeP tbem up in 
order to survive tbe horrors once tbe party gains access to Skullkeep.* 

n<yc£: Jt is even possible jot those characters with ho fHana to^ learn spells 
an^ raise their ytianU level, ^his is accomplished by placing one of the mag- 
ick items found in the game that raise the Hfana level of the holder: This 
will give the character enough Htana to cast a simple spell such as a magick^ 
al torch or healing spell After which, they will gain Hi ana as they gain 
experience with each spell cast 

Though you may feel it wise to specialize each character in ^different 
profession, remember that a character need not practice the ways of just 
one of the four classes. In fact, I highly recommend to try to advance each 
of the champions in at least two of the classes. This makes for a more 
well- balanced party that is stronger both offensively and defensively. In 
a situation where one of the characters is wounded or has been slain, hav- 
ing another member perform the skills of the downed character can make 
all the difference between surviving an encounter and having to restart 
from the last save-point. 
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AltKough a list of all tlie available spells is given Kere in tins book, most 
of tbe wizard and priest spells can be learned by examining tbe objects you 
find. If tbe object is magickal, bolding it or examining it by clicking tbe 
champion s eye icon will sbow tbe magickal components tbat make up tbe 
object. Likewise, placing a magickal weapon in a character s band and 
arming tbat weapon will also display tbe magickal symbols required to 
cast tbe weapon s spell counterpart. 


H(yCl: Using up all the magickal properties an object contain's without 
writing down the symbols that describe the magickal components, may lose 
you the opportunity to use that spell aaain. Some of the objects are very 
rare while others are simply one-of-a-kind artifacts. Using a potion has the 
same effect, as only an empty flask remains after the potion has been con- 
sumed. 

You can t expect a character with a neophyte class status in tbe ways of 
magick to be able to cast a roaring fireball on tbeir first attempt. Use tbe 
time while locating tbe four clan keys to practice casting botL priest and 
wizard spells and gain experience as well as proficiency. Each time a spell 
is successfully cast, tbe likelihood to cast tbe same spell again with suc- 
cessful results increases. 

H(yCi: Items can be guickly put into any champion’s inventory by dropping 
the item onto that champion's oar graphs, ^his saves the time of having to 
flip to the inventory window ( especially handy in the midst of a heated bat- 
tle). Also, you can give your champions new names by clicking where their 
names are displayed in the inventory window and typing a new one. 
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The World Of Zalk 


Many things have changed since tbe time of Tberon and tbe first battles 
with Lord Chaos. This world is a world where both magick and technol- 
ogy coexist. The minions, technology- formed servants, allow the party 
members to explore unknown areas, avoid others, transport or retrieve 
objects or simply provide a diversion while beating a hasty retreat. Use 
of the minions, while not imperative, can ease the party s progress through 
the game. There are puzzles in this game whose solution may not seem as 
apparent as in the original Dungeon Master. 


(Hemembex that almost all of the puzzles may be solved using the charac- 
ters themselves, but some require the use of the minions. 

Make use of the multiple save slots. Nothing is more annoying than plod- 
ding your way through an area for hours only to die by a foolish move 
and having to re-play the entire area over again. There is only one altar 
of VI (located where you first begin the game) , so the option of resur- 
recting your fallen comrades may not always be available. 


Shops and Shopkeepers 

Unlike its predecessor, Skullkeep allows you to interact with some of the 
characters found in the game. The shopkeepers will not only sell you 
items that your party can use such as weapons and armor, but allow you 
to sell back to them items that you acquire during your journey. Shops 
are also a great place to save the current game in progress. 


A word of warning: Be careful when placing objects on the merchant s 
table. Releasing an item when it is in the top half of the view window. 
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will throw the object at the shopkeeper instead of placing it on the table. 
When this happens, the shop's guard will commence to earn his pay by 
remedying the situation in an eye for an eye fashion. If your party is 
quick enough, it s possible that some of the members may even make it to 
the shop s exit alive! 

Although each item has a price attached to it in the shop you can some- 
times get a better deal by haggling' with the shopkeeper. Haggling is 
accomplished by offering an amount less than the posted amount. If you 
wait patiently, the shopkeeper may accept your offer. Be careful not to 
set anything on the merchant table after it has started to rotate. The 
shopkeeper is likely to take any money or possessions for their own with- 
out compensating the adventurer for it. 

If you find yourself accumulating a lot of loose change in your moneybox, 
you can get any merchant to convert it all up to the highest denominations 
of gems possible. Just go to the table where you d sell items to the mer- 
chant and give him your moneybox. He 11 make change and give the mon- 
eybox hack. Not only does this save you time when purchasing items, it 
will also helps reduce the total weight associated with the money. 

An easy way to sell items to a merchant very rapidly is to first give him 
your moneybox, and then begin to load up the table with all of the items 
you want to sell. The merchant will accept all of the items he wants to 
buy and finally will return your moneybox to you, credited with the 
payment for all the items the merchant bought. 

The following chart gives a breakdown by village and shop for the items 
in the game. All prices are listed in coppers for easy reference. 
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Clotlfin0 

ITEM 

Home village 

Selling Buying 
Price Price 

Cape 

6 

6 

Cloak of Night 

27 

23 

Bandanna 

1 

1 

Black top 

13 

11 

Tunic 

17 

15 

Fine robe top 

26 

22 

Bodice 

26 

22 

Doublet 

33 

27 

Leather Jerkin 

60 

51 

Brigandine 

83 

69 

Scale hauberk 

176 

144 

Tabard 

8 

8 

Black skirt 

13 

11 

Gunna 

18 

16 

Blue pants 

15 

13 

Fine robe 

26 

22 

Huke 

30 

26 

Leather pants 

45 

38 

Scale mail 

105 

87 

Sandals 

3 

3 

Leather boots 

15 

13 

Black boots 

26 

22 

Mithral Hosen 

198 

162 

Rune charm 

29 

25 

Jewel of Symal 

57 

49 

Moonstone 

141 

117 

Mezmar 

204 

168 

Clan Chief gem 

294 

240 

Suzerain 

456 

372 


Otl;er Villa0e Ma^ick Slfop 


Selling 

Price 

Buying 

Price 

Selling 

Price 

Buying 

Price 

4 

4 



33 

27 

21 

19 

1 

1 



13 

11 



17 

15 



22 

18 



26 

22 



33 

27 



51 

42 



83 

69 



210 

168 



8 

8 



13 

11 



18 

16 



19 

17 



22 

18 



30 

26 



38 

32 



105 

87 



2 

2 



13 

11 



22 

18 



198 

162 



29 

25 

28 

26 

141 

117 

136 

120 

204 

168 

197 

177 

294 

240 

281 

240 

456 

372 

432 

395 
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Traveling Home Villa0e 

Supplies selling Buying 

ITEM Price Price 


Otl;er Vi[la0e 

Selling Buying 
Price Price 


Ma0ick Sl;op 

Selling Buying 
Price Price 


Apple 

1 

1 



Jicama 

3 

3 



Worm round 

2 

2 



Bread 

3 

3 



Cheese 

4 

4 



Shank 

6 

6 



Steak 

13 

11 



Palm apple 

13 

11 



Mana blossom 

54 

45 

52 

48 

Fairy cushion 

88 

72 

84 

76 

Spirit cap 

132 

108 

120 

114 

Dead bat 

4 

4 



Tankard 

4 

4 



Flask 

17 

15 

16 

16 

Compass 

11 

9 



Bota 

2 

2 



Water flask 



16 

16 

Health potion 



25 

23 

Cure poison 



21 

19 

Mana potion 



29 

27 

Dexterity potion 



37 

35 

Strength potion 



50 

45 

Wisdom potion 



42 

38 

Vitality potion 



45 

42 

Poison bomb 



168 

152 

Fire bomb 



228 

209 
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Armorer 

Home 

Vi[lo0e 

Otl;er 

Vi[[a0e 

Mo0ick sl;op 


Selling 

Buying 

Selling 

Buying 

Selling 

Buying 

ITEM 

Price 

Price 

Price 

Price 

Price 

Price 

Quiver 

5 

5 



5 

5 

Horned helm 

28 

24 



24 

20 

Mail helmet 

36 

30 



45 

38 

Helmet 

66 

54 



66 

54 

Bascinet 

96 

80 



114 

93 

Great helm 

180 

152 



153 

120 

Armet 

216 

180 



216 

180 

RA SAR helm 





396 

324 

Fire helm 

432 

360 





Tech helm 

57 

45 

519 

420 



Breast plate 

136 

112 

108 

90 



Torso plate 

290 

228 

290 

228 



Mithral plate 

387 

312 

387 

312 



RA SAR plate 



201 

165 



Fire plate (male) 

708 

584 

708 

584 



Fire plate (female) 

720 

612 

720 

612 



Tech plate 

204 

168 

372 

309 



Leg plate 

137 

113 

137 

113 



Mithral huke 

285 

228 

285 

228 



RA SAR poleyn 



528 

432 



Fire poleyn 

549 

450 





Tech poleyn 

70 

57 

528 

432 



Greaves 

39 

33 

49 

41 



Foot plate 

92 

76 

92 

76 



RA SAR greaves 



264 

216 



Fire greaves 

290 

228 

240 

198 



Tech boots 

396 

324 

264 

216 



Wood shield 

8 

8 

11 

9 



Small shield 

48 

40 

48 

40 



Crystal shield 



225 

180 

180 

164 

SAR shield 



216 

180 



RA SAR shield 



396 

324 



Tech shield 

450 

372 

305 

240 



Shield of Fire 

432 

360 

\ 




Thigh plates 

66 










V9' 

V 
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Weapon- 

smith 

ITEM 

Home Villo0e 

Selling Buying 
Price Price 

Torch 

1 

1 

Dagger 

12 

8 

Scythe 

24 

16 

Machete 

24 

16 

Sword 

86 

57 

Rapier 

120 

80 

Axe 

144 

96 

Sabre 

192 

128 

Katana 

240 

164 

Exesymyr 

420 

280 

Blue Steele 

600 

400 

Vorax 

Vorpal blade 

240 

168 

Tempest 
ZO blade 

1038 

672 

Fury 

1440 

960 

Club 

4 

4 

War club 

8 

6 

Mace 

72 

48 

Morningstar 

168 

112 

Tech mace 

450 

300 

Sling 

6 

4 

Quiver 

6 

4 

Bow 

24 

16 

Crossbow 

120 

84 

Speedbow 


? 

Arrow 

1 

1 

Slayer arrow 

8 

6 

Poison dart 

6 

4 

Shuriken 

8 

6 

Staff 

8 

6 


Other Village Ma0ick shop 


Selling 

Price 

Buying 

Price 

Selling 

Price 

Buying 

Price 

2 

2 

2 

2 

2 

2 



22 

18 



44 

36 



78 

65 



108 

90 



26 

22 



176 

144 



224 

180 



385 

312 



102 

85 



720 

594 





420 

372 

912 

780 

720 

672 

960 

804 

912 

852 

1332 

1098 

360 

327 

4 

4 



16 

14 



66 

54 



153 

120 



612 

480 




1 1 

5 5 

4 4 

88 72 

3 3 


7 7 



7 


7 
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Home Vi[la0e 

Selling Buying 


Otl;er Village 

Selling Buying 


Ma0ick shop 

Selling Buying 


ITEM Price Price 


Rainbow wand 
Rogue stave 

Bainbloom 96 64 

Large gear 

Vacuum fuse 

Spiral staff 

Staff of Neta 

Emerald Orb 

Serpent staff 

Combat staff 

Storm ring 

Kalan gauntlet 

Attack minion 

Guard minion 


Price 

Price 

Price 

Price 



93 

85 

136 

112 

130 

117 

88 

72 

84 

76 

17 

15 



385 

312 

201 

180 



161 

147 



396 

360 



530 

480 



480 

432 



960 

864 

1920 

1665 

208 

180 



240 

228 



210 

180 


Elemental Influence 

With all the minions that have appeared from the other side of the rift 
that has been opened between the worlds, this has triggered devastating 
effects on the weather surrounding Skullkeep, causing it to shift very fre- 
quently. You may wish to take cover if a violent storm starts. Some 
adventurers have been known to he struck down, not by the hideous beasts 
roaming the clan areas, hut by nature itself! It is not uncommon for a 
party foolishly wandering around during an excessively violent thunder- 
storm, to he turned into a pile of ashes from the blast of a lightning after 
not heeding the three telltale warning holts. 
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The Clan Keys 

Your party must recover tlie four ancient clan keys and place them in the 
lock located inside the entrance to SkuIIkeep. Once all four are in place, 
the dual dragon-emhlazoned doors can he opened, allowing the party to 
proceed further into the depths and upper levels of SkuIIkeep. The areas 
surrounding SkuIIkeep itself have their own distinct feel. 


The Sun Clan area, the area your garrison is posted in, poses the least 
amount of resistance to your party. In fact, the digger worms, glops and 
thieves which for the most part pose no direct threat, offer an excellent 
opportunity for your characters to hone their skills and increase their 
proficiency. 


Marsh areas abound in the Lightning Clan area that can impair your 
party s progress. Beware the wolf s den in this area. Attacking one may 
cause it to sound an alarm, bringing the entire pack down on your party. 

The Other V illage can he found in the Moon Clan area. Take care when 
traversing through the Axemen s forest to reach the village. These large 
mountain men would rather lop your head off than sit around and chat. 


The Cloud Clan area is the fourth and final clan area. If you ve used the 
other areas to improve your abilities, your characters stand a chance of 
surviving the horrors that occupy this area. You 11 need to he plenty 
quick and agile to avoid the undead spectres and tree gorgons in the 
cemetery and haunted forest. Surviving that, the heroes must descend 
into the crypts to retrieve the final clan key piece. It is rumored that * 
powerful magick items can he purchased in a shop hidden in this area. 
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KY here are four types of magick maps that can he found. To 
I use a map it must he placed in the hand of one of the party 
members. Each map, in use, will drain Mana from the 
character using it. Some maps like the advanced magick map will draw 
more Mana as options are activated. 


Magick ipap (simple) 




I/--: 

This map has^ rope hkndle and a display area. Placmg it in the hand of an 
adventuv^rwill activa^^t. The map displays th^ area surrounding the 
party^ person operatWig this map runs out of Mana, the display on 

the inap will blur and stop updating as the paiity moves around. ' 

\ 

M»g |ck \| ha p\( gdv ^j^ 

This^s an advanced v^nnbn oLthe above ndkp, with four buttons located 
under the display arda-i£j^^£seni^ th e jPou r classes. These but- 

tons are also found on theS^^ut aad^Minioxi^in^ps and function^i^ntical- 

ly. ^ w ^ ^ 

Pressing first button (left to ri gKt) , which IS marked with the K. U sym- 
bol, will cause the map to display the locations of all of the creatures the 
map IS able to sense as green animating blobs on the map. All maps sense 
the same creatures, and it is not possible to get the map to show which 
creature the green blob represents— the map only shows the location of the 
creatures. 

Pressing the 1? 05 button causes all secret walls in view on tKe map to 
flash yellow. 
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Pressing tKe DAINhutton causes all magick objects and projectiles to 
become visible on tbe map. Tbis includes fireballs, lightning bolts, poison 
spells, .ZO spells, pusb-pull spells, and marker-objects created witb tbe 
YA^Wspell. 


Pressing tbe NETA button anchors the map display to its current loca- 
tion until tbe NETA button is turned off. Since all four of these but- 
tons will only remain pressed while tbe map is open, tbe NETA ability 
of tbe map is primarily useful for short-range exploration. For example, 
you might want to anchor tbe map view near a door and then walk some- 
where and pull a lever to see whether that lever opened or closed tbe door 
on tbe map. 


Note that each of tbe four buttons, when pressed, represents an additional 
drain on Mana. If a player runs out of Mana, tbe buttons will deactivate. 


Scout Map 

TKe scout map allows tbe party to explore into areas without risking tbe 
health of tbe members. The button located to tbe right of tbe display cre- 
ates a scout minion in tbe party s square. A red X displayed on tbe map 
represents tbe scout minion s position. 

Clicking on a square located near or at tbe end of tbe map s display will 
cause tbe minion to do its best to navigate to tbe square with tbe X , even 
if it has to travel up pits and down ladders to get to its destination. 


Some squares, of course, may contain ladders up or down, and pits in tbe » 
floor or ceiling. To direct tbe scout to go up or down a ladder or a pit, 
first click in that square on tbe map to mark tbe X , and then click once 
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more to change tbe X to an UP arrow or twice to a DO^VN arrow. 
When tbe minion arrives at tbe square it will proceed up or down in tbe 
direction indicated by tbe arrow. 

To cancel a Scout minion, press tbe button on tbe map that created tbe 
minion. Tbe button should look like tbe original create minion button 
with a blue X through it. When tbe minion is gone, tbe image will 
revert back to a create minion button. 


Minion Map 

TKJs map functions similar to tbe Scout map, but creates a minion that 
can both fetch and carry objects. On this map, X marks are placed by 
pressing tbe X button to tbe right of tbe map. An X appears on tbe map 
in tbe square in which tbe party is standing. In fact, an X must be placed 
before a Carry / Fetch minion can be created; otherwise tbe minion will 
appear and disappear just as quick. 

Once an X has been placed, two additional buttons appear. One creates a 
Carry minion in tbe party square that will pick up all tbe objects it finds 
in its path and carry them to tbe square with tbe X . Upon reaching its 
destination it will deposit all tbe objects and disappear. 

Tbe other button creates a Fetch minion. This minion will travel to tbe 
area tbe party has marked with tbe X , pick up all of tbe objects located 
there, and then will return back to tbe party s current location and 
deposit its cache before disappearing. 


A Carry minion in motion can be changed to a Fetch minion, and vice 
versa, by clicking on tbe Carry / Fetch button. Tbe minion can be can- 
celed at any time by clicking on tbe top button with tbe blue X . 
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Ke Spell system consists of a power level, and tKe following 
I combination of symbol (s). Remember that once you ve 
recited a spell symbol, the Mana required to speak that 
portion of the spell is used, even if you remove it by pressing the recant 
button. Also remember that by reciting an entire spell but not actually 
casting it, your characters can regain Mana back to the maximum level 
even though they have a spell in reserve , so to speak. 


Wizard Spells 

V 

VA EW " 

Casting this spell creates an trk 




/ 

SZOHL SiP^C 

Vena he party to mark areas thkt 


they ha^ trai^eZ ii^hout IfattS^^l^^^ecious Mbrip- such jtL.jood, 
armor, etc, or/to mar\ a paoeage me party ha$~alre^y trav'elef ^otan, 
fHayick stoms can be 'seen on ^ke^jm^^map to^n the shorp-magick o^ion 


(the (^OS button) is on. 


OH VEtJ 




J 




fiOJSOHJUOUfD 


A poisonous cloud that slloot^ forth from the fingers of the ma^invoking 
this venomous form of air elemental ihfl^ejtce^fbill cause most creatures to 
stop attacking tohile they search for a tbay out of the cloud. 


OH EW SAR mvjsjaja^V 

This spell temporarily distorts the party’s material substance, rendering 
them not visible to the eyes of most of the denizens. Unfortunately, not all 
creatures are fooled. Some that rely on smell and some that have vision in 
the infrared range may still be able to pursue and attack an invisible party. 
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OH KATH m 


fiUSH 


Jnooking the power of the fighter clast, this spell magickallg allows the cast- 
er to magickallu push an object or being directly in front of the party. Jf the 
spell level invoked is lou) or the creature or object very heavy, nothing may 
happen. 


OH KATH ROS (PULL 

The han^- reaching power of the thief class allows the caster of this spell to 
ntagickally haw objects toward them. 


OH KATH RA aCHTHJHC 

Calling upon the explosive force of KATH under the airy elemental influence 
discharges a poioerful electrical stream that travels until it dissipates or 
explodes on contact of a solid object. 


OH tR ROS ACCCCKKATl 6>A0(T\f 

^y combining the form of )(J( with the alignment of the thief, this spell 
accelerates the movement rate of the party, even if they are encumbered, 
fatigued or injured. )t will also allow them to cast spells and use weapons 
more guickly. 


OH JR RA sTdonc acHT 

This combination of symbols increases the ambient light surrounding the 
party with the effect of a HiOH level 7UC spell. The power level dictates 
the duration of the spell just like the firelight spell, but it is brighter and 
lasts longer. 


7)0(IUCHT 

Jnvoking the elemental form of fire creates a magickal torch that will allow 
the i>arty to see in the deepest, darkest caverns without the aid of a real 
torch. The power level that the caster uses will determine the light’s inten- 
sity as well as its duration. 
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FtfL tR 7J0{£aAu: 

The addition of the form of )0( to the elemental form of fire adds the ability 
to send flying a magickal ball of fire that can be used effectively against 
many foes. Some creatures are immune to fire while others can only be 
killed by this type of attack. 

0£S V£N fiOJSOH 70£ 

The combination of the form of desolation and the elemental form of poison 
infuses a monster with a powerful dose of poison. While this often kills its 
target, if it doesn't, the monster will have time to attack again, since it is not 
trying to escape a poison cloud. 


DBS EW HAOim non-mATiooAL 

This incantation invokes a fiower from beyond the material plane that sends 
forth a blast of energy capable of ripping apart the fabric of a non-material 
being. 


20 Ofi£H CDOOCK 

This negative material form, when cast by itself, can directly affect the state 
of material objects. (7)oors not normally accessible can be opened using the 
power of ZO. This spell also closes the small void portals that many evil 
minions use to enter the Skullkeep universe. 

20 EW KH ATTACK nVHJOH 

^y mingling technology from the negative plane with the elemental form of 
the beast and the assignment of the fighter class allows the mage to conjure 
forth a minion that seeks out and attacks any beings it comes into contact 
with until it is destroyed. 


^ HOT£: A spell denoted with a requires an empty flask in either of 
the caster's hands to successfully create this potion. 
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VA * szAmmA (pozjOH 

Invoking the elemental influence of the earth allows a priest to capture the 
strength associated with this influence in a liguid form, therebu restoring the 
stamina to the party member drinking the contents of the fla^. As with all 
potions, this spell can onlu be successfully cast if the invoker has an empty 
flask available in one of his/her hands. 

VA rR fiACiTy; SHJ£C(7) 

This incantation forms a protective shield around the entire party, protecting 
them from normal weapon attacks. Jt is especially useful in situations where 
some party members are lightly armored while the enemy is numerous and 
attacking from all sides. 


YA IR OAfM Sfi£CC SHJ£Ca) 

Like the spell above, the entire party is surrounded. However, this invocation 
provides protection against from magickal attacks. 


YA BRO * SH)€LO) (POZ)OH 

dky combining the solidity and support of this influence and form, a potion is 
created that raises the protection level of the person ingesting this liguid 
against normal weapon attacks. 


A BRO OAtM * WJS£ HiACJCKJAH (POZJOH 

The addition of the wizard’s class to the above symbols creates a potion that 
temporarily raises the wisdom level of the party member drinking it. This 
will improve that champion's success with difficult or high level spells. 
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YA BRO META * STUt^rDy (po()LSZ (poz)on 

The priest’s class, that being one of life, when a^M to the influence of VA 
and the form of (Z0{0 brings into being a potion that increases the vitality 
level of a member temporarily. This in turn will speed healing and recovery 
of stamina as well as make that champion tire less easily 

vr ^ HIACTH (POTJOH 

The elemental form of water, the most precious of the influences, will restore 
health to the member drinking the potion that this evocation creates. 

vr BRO * cuou (po)son (POT)on 

The support and honesty that represents allows this potion to cleanse 

the body from any impurities such as venom. 


OH EW ROS AUtiiA 07 CDLyLTLOikTy 

The casting of this combination of symbols creates an aura surrounding the 
party that elevates dexterity level all the members of the party for the dura- 
tion of the spell. 

OH EW m AU(KA 07 STamOTH 

This combination creates an aura that temporarily increases the strength 
level of the members it surrounds. 

OH EW OAtM AU(^A 07 wjsrvom 

The wizard’s class directs the aura’s strength to increasing the wisdom level 
of the party members. 

^ HOT£: A spell denoted with d ' ^ ' requires an empty flask in either of 
the caster’s hands to successfully create this potion. 
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OH EW META AU(^A 07 VkTAUTy 

The aura created by the casting of this combination of symbols invokes an 
aura that raises the health level of all the members in the party. This effect 
is removed when the spell expires. 

MOTE: 

Only one of the four aura spells can active at any given time. Casting 
another aura spell while one is still active will cancel the first one out. 


OH BRO ROS * SKJCUO) HJHJA (POZ)OH 

The potion created from this vocalization of symbols temporarily raises the 
dexterity level of the person consuming it. This makes that champion harder 
to hit, while improving the chances that attacks made by him will hit their 
target. 

FWL BRO KV * 7)CHT£(Ji (POTJOn 

The fighter’s alignment channels the effects of this potion by increasing the 
strength level of the member drinking its contents. A stronger champion can 
carry more without slowing down or tiring. Wore importantly, a stronger 
champion can wield a heavier ( therefore, more effective) weapon or inflict 
more damage with the same weapon. 


FVI. BRO META 7)(K£SH)£Ca) 

This conjuring envelops all the members of the party with a magickal shield 
that protects them from fire-related damage, both magickal and non-magick- 
al. This shield absorbs damage from a fire in proportion to the level of the 
spell. 


OES fR SAR cDAdmiss 

The joining of the darkest form, elemental influence and alignment can only 
create darkness. This can be useful to evade creatures that depend on sight 


Ma0ick Spells 
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to locate anb attack the party. The power level of the spell determines the 
length of the darkness cast. 


10 EW ROS (PO(K^l(K mJHJOH 

This spell creates a minion that is bound to the caster's service. This minion 
will pick up all the objects in the square it is created in, tirelessly carry the 
items and follow two steps behind the party. 


10 EW tJETA 0UAC(fD ntJHJOH 

This spell uses the protective alignment of the priest to bring into being a 
minion whose sole purpose is to defend the area where it is activated. Guard 
minions will patiently wait wherever they were summoned and attack any 
enemies that come within range. 

10 BRO ROS <KC7LiCT0(K SfilLL 

The properties of this spell disrupt the air in the area the entire party occu- 
pies, causing any cast object or spell to be reflected back in the direction it 
originated from. Heedless to say, this is a very effective spell against the top 
magick users encountered in Skullkeep, like (Dragoih himself. 

Unfortunately, it is an expensive spell of short duration. 

20 BRO RA ^ HfAHA SfiLLL 

This combination concentrates the Hiana of the caster into a liguid form that 
can be ingested to immediately recover Hiana. The amount of Hiana that is 
restored, up to the champion's maximum, is determined by the power level of 
the spell that created the potion. The main drawback with this potion is 
that the amount of Hiana recovered is less than half of the cost of the spell. 

^ H0T£: a spell denoted with a requires an empty flask in either gf 
the caster's hands to successfully create this potion. 
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elieve it or not, character selection is not as important as it 
was in the original Dungeon Master. The only real 
importance here is an object that one character possesses. 
This object IS one that the party will not he able to acquire otherwise 
until they have progressed through all four of the clan areas surrounding 
Skullkeep. Among his possessions, Graen Ozhor has a rope that can he 
used to allow the party members to descend into a pit without taking 
damage. The roW^ comes in handy a few times fiShe game hut it 

isn t really a 'mu^od^iT^Ltem. The rope aside, the < 
much all |aifly equal imstatfi, leaving character s^ 
person^ preference issu^ 






are pretty 
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nee you ve selected tke party memters tkat will accompa- 
ny you, use tke ladder leading up to start tke adventure. 
You may ckoose up to tkree additional ckaracters to join 
your party, kut tkat doesn t mean you can t attempt to complete tke game 
witk just Xorkam Zed. You can examine all of tke ckaracters and com- 
pare tkeir statistics, levels and possessions. Once you ve pulled tke lever 
and accepted a ckaracter as a party memker, you may not send tkem kack 
into tke cryo-ckamker. , 

Making your xK^y up tke wooden ladder, you will ^i^d a sihall room witk 
a torck 15k a sconce on tke wall. Taking tke torck^^ill ligkt it and^ pro- 
vide ajjlple illumination to explore darker area/ Store it away in a ckar- 
acter s kackpack to prevent using it up in already well lit-areas. At tke 
norm end of the room IS a f iifeplace witk a taUe next to it. Moving tke 
takle out ofrke way wtll provi<tef\cce a sun cr^st on 
R ei^ving tke Qrest from tke wall will reveal a ^b^lf witli^^sack 1 


ing some food items, a magick map (descri 
taming some local currency and a solid ke; 



sack o 
a money kox con«* 


ontain- 


On tke east wall tkere is a solid door Witt a pinton next to it. JPressing 
tke kutton will operate tke door ky raising and lowering it. I^ide tk IS 
room are two additional torckes on either side of a large stone slak emkla- 
zoned witk tke symkol of VI under it. Tke is an Altar of VI, a place of 
resurrection. Placing tke kones of a fallen ckampion kere will revive tke 
ckampion ky restoring flesk and klood kack to tkeir lifeless kones, kelping 
you complete your quest. 

Next to tke fireplace is a corridor leading nortk. Xkis door requires a key 
to activate tke kutton tkat operates it. By placing tke solid key in tke 
keykole, tke party leader can open tke door and proceed into tke world of 
Zalk. Tke key may ke removed from tke slot, kut tke door can not ke acti- 
vated witkout it. 
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H0^£: The archtoays that ^ivibe up sections of the clan areas anb the dif- 
ferent environments found outdoors also act as invisible boundaries for several 
of the creatures the party max/ encounter. Jf you find that the characters are 
taking a pounding and an archway is nearby, you may wish to pass through 
to the other side and see if the creature persists in following. 



Starting Area 


TKe area just outside of tke karracks, sur- 
rounded ky tkicket and 
trees, teems witk 
life. Wandering 
around tke party 
will encounter 
glops, an occa- 
sional kat flut- 
tering akout and 
tke infamous tkicket tkief . 

Tke glops serve as excellent 
targets to improve one s profi- 
ciency. TKe same can not ke 
said of tke tkief. Tkese pesky 
little keings love notking ketter 
tkan approacking a party and 
appropriating an item from a 

memker s kand. Tke proklem witk tkieves is tkat tkey figkt like kadgers 
wken cornered. A patient kand of adventures will simply follow at a 
distance and see wkere tke tkief will deposit kis newly, acquired trea- 
sure, tken retrieve it once tke tkief kas discarded it. 
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Towards tKe west end of tkis open area resides tke local Tavern, 

eaponsmitk. Armorer and Clotkier. Here tke party can rest and pur- 
ckase supplies, weapons and armor to kelp tkem on tkeir quest as well as 
sell kack items found or no longer needed. Botas (waterskins) may ke 
filled for later use ky placing tkem into tke water of tke fountain found in 
tke tavern and clicking tke left mouse kutton. Tke entire party may also 
quenck tkeir immediate tkirst ky placing a kand into tke water and clicking. 



The Sun Clan 
Area 


Digger worms make tkeir appearance in tkis 
area of tke tkicket. Take keed in rusking 
keadfirst to confront tkese burrowing keasts 
- tkey are twice as strong as tke glops and tkey are only vulnerakle wken 
tkey kurrow to tke surface. A Digger worm's demise produces worm 
rounds, a reasonakle form of food for tke keroes. 


Tke quest for tke clan key 
pieces kegins just keyond tke gate marked 
witk tke RA symkol on tke okelisk next 
to it. To open tkis gate, tke party must 
insert tke RA key into tke lock. W itkin 
tkis area, tke party will circumnavigate tke keep 
itself to locate all four of tke clan key pieces. 


Tke entrance to SkuIIkeep lies in tkis area of tke tkicket. Inside, past tke 
krazier-lit foyer, a set of doors inlaid witk golden dragons klock tke 
party s progress into tke keep. Tke door can only ke activated once all 
four of tke clan pieces kave keen placed into tke lock. 
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Furtker nortk, witkered trees mark tke tkorn demon grazing area. Tke 
ground literally skakes as tkese large armored kekemotks move akout. 
Tkougk mostly docile, tke slask of a tkorn demon claw can cut an adven- 
turer s life quite skort. Tkey do provide a good source of food, kut tke 
even a seasoned warrior may find tkat tke tkorn demon's kide will take a 
sukstantial amount of damage kefore tke keast can ke krougkt down. 

Make sure to leave an escape patk open witk engaging witk one of tkese 
keasts, as a wounded tkorn demon will not kesitate to cry out and kring 
tke rest of tke kerd down on tke party. 


A tkicket arck leads into a misty area many fear to tread. Tke elements 
of nature itself, vortexes, wkirl and spit ligktning. Tkese 
tornado-skaped elementals, clearly not of tke material plane, can wkirl 
rigkt tkrougk tke tkickets and strangely-carved stone monuments. 


The Lightning Clan Area 

Traveling east tkrougk tke ligktning key gate, tke party will start to 
encounter otker forms of keasts tkat roam in tke tkicket. Tke tkicket 
tkief IS known to travel tkis section of tke clan areas. Altkougk not a 
particularly vicious creature, tke tkief kas no proklem witk scampering 
up to a party and tken keading ri ght kack to tkeir lairs at kreak-neck 
speed after appropriating an item or two from tke adventurers. Tkese 
amazing little under-dressed fellows f igkt like kadgers wken cornered. 

Tke winding patkway tkat makes up tke nortkern portion of tkis clan area 
IS filled Witk marsk pools, making it extremely difficult for our armor- 
laden keroes to move witkout some difficulty. It is in tkis area tke party 
will no doukt run into tke wolf packs tkat kave made a kurrow nearky. 
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TKe wolves, like 
the thorn 
(lemons, are pack 
animals and run 
together in 
groups. Angering or 
wounding one 







I I t«i 


wolf IS likely 
to summon the 
rest of pack to 
join in on the 
action...though not unlike their canine 
cousins, a wolf can he persuaded to pursue other 
objects of interest instead of the party. 
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The wolves hurrow does hold a few objects that can come in handy, hut 
you may wish to weigh the strength and experience level of the party 
before attempting to recover them. If the party happens to get cornered 
with the only escape route being a hole in the ground, they may have to 
practice their pushing and pulling skills to exit from the hurrow below. 

Traveling west down the long passage way north of the marsh area will 
yield a good assortment of supplies and open up access hack into the thorn 
demon grazing area in the Sun clan area. 


The Moon Clan Area 

Located on the other side of the keep from your own Sun clan area, the 
^Moon clan is also set up with its own set of shops that the party can sell 
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and purchase 
supplies and 
weapons. 
However, to 





•0 


reach this village, the party 



must pass through the 
Forest of the Axemen . 

This large wooded area is 
protected by mountain men 
so hig that they wield a two 
handed axe in each hand! 
Once the party has ^ 

entered the forest, the 
sound of the footfalls of these 




11^ 411 


M iinii 





r 




large giants can he heard. Try to keep a same distance from these gruff 
men as they don t seem to take too kindly to strangers. The only saving 
grace that the party has is that the Axemen seem very reluctant to leave 
their forest and will not pursue the party outside of their lair. 


A rather economical way to generate revenue is to purchase items in one 
village and sell them in the other. A perceptive adventurer will notice 
that the selling price of several items in one village is well below the price 
the dealer is willing to pay for in the other. By traveling hack and forth 
between the villages and selling the merchandise, the party can turn a tidy 
profit. 

Just before the entrance to the forth and final clan area, another teleport 
location IS located on the ground. Use these areas with the techshield to 
quickly navigate around outdoors area within the clan areas. 
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The Cloud Clan Area 

Many fear to venture into tins sKadow-shrouded clan area. Nature seems 
to have taken a turn for the worst here, with vortexes, digger worms and 
attack minions running rampant through the thicket. The gate that joins 
the Cloud clan and the Sun clan areas will open once the party reaches the 
area directly in front of it. This opening will allow the party to deliver 
all four of the clan key pieces into the keep without having to travel all 
the hack through the previous three clan areas. 


Make sure that the party is well rested, the Mana levels of each of the 
characters has been recovered, and a certain magickal object has been 
retrieved before entering the cemetery in the southwest corner of this 
area. Once the party has entered the cemetery, they may find that this to 
he a one-way journey. If the party can survive the soul-drainmg touch of 
the spectres, they may make it to exit on the south side of the cemetery. 
The north side of the archway is a good spot to stop and rest as the crea- 
tures south of this archway will not venture past this area. 


South of the archway lies the fog-shrouded hogs. This dark and forebod- 
ing section of the Cloud clan is home of the vile tree gorgons ( treants ). 
This twisted and leafless beings complement their spooky surroundings 
well. While the party may encounter one or two at a time, it is a good 
het that others are stealthily flanking the party to enclose it from all four 
sides. Like all dead wood, the treants are especially susceptible to fire 
attacks. Beware getting stuck in the marsh area while the gorgons are 
close, many parties have perished because they could not flee in time and 
were surrounded by these truly evil creatures. 


The crypt is located east of the hog area, and it is here that the champions 
must venture into to recover the fourth and final clan key piece. TKe 
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foyer of the crypt is laden with covered pits and has exits leading down 
and to the west. Traveling hack and forth repeatedly across these floor 
areas will cause the pits to spring open. If the party happens to being 
standing on one that opens, they will find themselves ungracefully 
deposited into the crypt s dungeon. 
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Down tKe stairs, tKe most vile of soul-stealing creatures, gkosts, float 
througli tke dungeon cKambers looking for unwary mortals. Xke non- 
material beings can only be silenced eternally witb tbe magick of a vorpal 
blade or its spell equivalent. 

Tbe moving pits in tKech amber of tbe crypt s upper level trigger tbe gates 
of tbe dungeon. Those patient enough to wait around in these dank and 
dark corridors can find an almost entire set of plate mail from a previous 
adventurer who did not return from tbe crypt. 

Tbe chamber south of tbe foyer contains entrances on all four sides. Tbe 
corridor running from tbe north wall will lead tbe party out of tbe crypt 
to a secret location in tbe thicket. Tbe two doors located on tbe south and 
east walls require unusual keys to operate them. One of these keys may 
be found through careful investigation of tbe crypt s interior walls. 

Tbe win ding corridor located between tbe door requiring tbe FUL key is 
riddled with sarcophaguses at each turn. Careful planning will allow tbe 
party to oppose these immortal occupants one-at-a-time. Tbe chamber 
located at tbe end of this corridor will supply tbe party with a couple of 
torches to enlighten their journey. 

In this rather featureless chamber behind tbe door requiring tbe 0//key, 
tbe final clan key piece rests on a merchant s table. Strange, no matter 
bow tbe party approaches tbe table, tbe key always seems to remain on 
tbe opposite side. If tbe party could only summon tbe merchant, per 
chance they might be able to purchase tbe key from him.... 
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nly after all four of tbe clan key pieces have been recov- 
ered and placed into tbe clan lock can tbe golden dragon 
doors be opened. Only then can tbe party reassemble tbe 
ZO-LINIC machine and destroy Dragotb and bis demonic armies. 



Both magickal and tecbmagick devices can be found throughout tbe corri- 
dors and chambers of Skullkeep. A wary party with a keen eye may be 
able to avoid many of tbe well-placed traps by careful inspecting tbe sur- 
rounding areas completely before venturing into ner^co^.JLd(CJrs and cham- 
bers. 

y \ 

n(yC£: Tapping on what appears to be a solii wall may prove otherwise. 

Tbe portcullis gates that block tbe passageway north are tbe first of 
many puzzles tbe party must solve in order to proceed deeper into 
Skullkeep. Both tbe position and direction that the party faces have an 
impact on what is triggered berei It will take a quick band to press tbe 
buttons located at tbe south wall and^mpve jtbe^s^ty to tbe north end of 
tbe corridor before tbe gates come crashing baclkdown. Don't get caught 
under one, or it may be tbe death of you. Be sure that every member of 
tbe party is well rested (their stamina is at full) and they are neither 
encumbered or wounded before proceeding through tbe gates. 


HOT£: }i!ou can click on anb manipulate objects on walls to your immebiate 
left anb right that are in view: you bon't have to turn to face the wall 


Past tbe gates, in tbe alcove to tbe left of tbe stairway leading to tbe first 
level of Skullkeep s tower, tbe party will find a gold key and a minion 
map. TKe minion map is indispensable, as many of tbe traps located with- 
in tbe keep may be avoided with tbe use of tbe minions, while others can 
only be solved with tbe use of a scout or fetch/ carry minion. 
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In tKe pit-filled room located to tlie west of tKe alcove, removing the tem- 
pest hlade that lies in the center of the room triggers open a pit that blocks 
the party s escape route. Setting the hlade down will cause the pit to close 
again. This hlade is a very effective weapon and has heen magickally 
enhanced to cast fireballs. 

The Caverns 

Careful examination of this level will reveal an exit that opens hack out 
into the thicket surrounding the keep. Further examination will yield 
the fact that the only way to explore a section of this level is to find 
something to fill the large number of holes in the ground. The numerous 
boulders that can he found will serve well, hut the party members must 
he strong to push such large stones across the cavern floor. 

A guard minion is post- 
ed in front of the fur- 
nace for the keep and 
will attack anything 
within its field of 
vision. The party can 
dispense with it person- 
ally or use an attack 
minion to eliminate it. 

Once it has heen elimi- 
nated, the furnace can he 
started up. The ques- 
tion then becomes: how 
to keep It burning? 
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Once the party has ascended the steps, they will notice the movement of 
many dark vexirks moving around hastily behind the iron gate. Pulling 
on the rope cord located next to the gate will sound a gong. The gate will 
open and allow the party to proceed into the vcxirks laboratory. 

Although the vexirks have no love for Dragoth, who has enlisted their 
aid, they do become extremely agitated when someone disturbs their 
work. If the party gets too close, they will no doubt anger these small 
mages and bring the wrath of the Vcxirk K.ing upon them. The king 
carries a staff, the Numenstaff, which can cast three large fireballs in 
rapid succession. This staff also allows its possessor to proceed into the 
chambers located south of the lab. 


This ring-shaped room contains the second puzzle where time is of the 
essence. TKe pressure plate on the floor triggers the iron door located at 
the southwest corner of the room, but only for an instant. The party 
must find a way to trigger the pad while standing right next to the door 
to be able to exit without the door crashing down on them. 

The winding corridor that follows, filled with tech eyes at every turn, 
has many unseen switches that are tripped by the weight of the approaching 
party. The tech eyes trigger a volley of fiery death that winds its way 
down the corridor. Any character caught in the path of these fireballs is 
surely doomed. Use of the magick map will point out hidden passageways 
that will allow the champions to sidestep the oncoming fireballs. 


The gear puzzle requires quick timing or a good supply of large gears to 
fit into the mechanisms. Taking too much time moving from one area to 
the next will result in the champions being rudely deposited to the level 
below. 
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This IS tlie toiler room. Here tte party can monitor 
wtetter tte toiler tas teen set in motion, if tte fur- 
nace tas teen stoked and is turning, and tte flow of tte 
water to tte toiler. A guard minion is set 
at tte norttwest corner of tte room 
near tte switct to tte toiler pump. 

Tte key found in tte alcove wtere tte 
party first entered tte room will fit 
into tte alcove on tte nortt side of tte 
room. Xtis will open tte door located in tte nortteast corner. 



Once tte first door tas teen opened ty tte YA key, it must te ejected to 
open tte second door. Unfortunately, ttis causes tte key to drop down 
ttrougt tte pit ttat tas opened in ttat alcove to an area two levels telow. 
Tte party can ctoose to follow it ty taking tte direct patt and sustaining 
damage ty tte fall or use tte metal ladder located opposite tte furnace 
monitor. Ttis ladder is operated ty tte switct around tte corner from it. 


To proceed up to level two of tte tower, tte party must overcome ttis 
final otstacle. Just teyond a pressure plate is a pit. Stepping on tte pres- 
sure causes tlasts of .ZO energy to strike tte wall section containing tte 
ladder leading up. Tte first tlast closes tte pit. However, tte tlasts 
always are triggered in sets of two. Tte party must use something to 
scout ahead and block the second tlast and then step off the pressure plate. 


Tower - Sub-level 1 

Finding the YA key should be the primary objective on this level. The 
fierce and strong Dru-tan makes its home in these caverns. Eliminating 
this beastly horror will provide the party with a key that will ultimate- 
ly lead the party with a way to the furnace room. 
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In the room that the key opens, the party will 
encounter rockies, benevolent beings created to 
perform repeatedly 
menial tasks. 

Although they 
don t pose a direct 
threat, their 
form of recre- 
ation: pyro ore 
toss , may injure a 
member severely. 


Tower - Sub-level 2 


Should the party happen to fall 
through one of the holes on the 
level above, they will end 
up here. Beware the 
flame orbs that form 
from the fiery pits scat- 
tered about this level. 

These non-material 
beings will home in on the 
party and explode on con- 
tact. It s best to simply 
flee from them. 



Should the party find itself 

trapped, the characters may wish to survey the immediate surroundings 
and use an object left behind by the former inhabitant to free themselves. 
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Tower - Level 2 

Approaching the midway point through the 
tower, the party must confront the archer 
guards that patrol this area. These snakelike 
demons attack from a safe distance using 
venom-tipped slayer arrows. Unlike the rest of 
the creatures that the party has encountered thus far, you will find that 
the archer guards actually possess a high degree of intelligence and will 
outmaneuver fireball, lightning and arrow attacks hy the party. 



H0^£: The archer guards will only use slauer arrows, J{ the party picks 

up all the slayers that it finbs, the guards will eventually run out of ammuni- 
tion and have to resort to hand-to-hand combat. 


A chest that the party may spot floating about this level holds the key to 
reaching the next level of the tower. However, it will not just hold still 
and allow the party to examine its contents. Careful examination will 
reveal a spot that is most useful in containing this wandering container 
and deal with it accordingly. 

HOT£: The party may find that the guards on this level seem to coordinate 
their efforts very effectively and can wear down the party guicklu. However, 
their patrol area is marked and areas on this level exist that will allow the 
party to rest and gather up strength and recover fliana. 

The door located in the middle of this level requires the lock to he acti- 
vated before the key will have any effect. 


The win ding corridor filled with levels holds the key to opening up the 
passageway to the heart of Skullkeep. Trial and error as well as a good 
ear will eventually uncover the correct combination of lever positions, or 
the party may elect to use a third eye to monitor the effects of the levers. 
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The end of this pathway reveals another control room of some sort. 
Levers on the north end of this room control the operation of the pumps. 
However, a vacuum fuse must he inserted in order for the levers to have 
any effect on them. 


Tower - Level 3 

Upon reaching the top of this ladder, the party finds themselves in a store 
room of sorts. Use those fighter skills to rend the tables to splinters, 
allowing the champions to navigate out of this room. 

This section of the tower requires quick and accurate movement. Failure 
will result in a swift descent to the level below. Use of a scout minion or 
a magick map to show the movement patterns of the battering ram heads 
will make navigation easier. 

The roving mists in this area will continue to teleport the party members 
around, disorienting them and eventually depositing them to the southeast 
wing of the tower. The metal door located there holds a great treasure, 
hut it can only he obtained hy triggering the pressure plate surrounded hy 
the pits just east of it. 


The objects located near the corners of this northeast area are reflectors. 
Positioning the leader s hand on them near the base will allow the direc- 
tion of reflection to he changed hy clicking the mouse. TKe pressure plate 
located on the south side of the column in the center of this area causes a 
large fireball to he shot from the bull' s-eye marked area, immediately 
north of the column. Striking a reflector will cause the fireball s path to 
he redirected 90° and then continue its flight. Solving this puzzle will 
close the pits that separate the north and south sides of this chamber. 
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The weakened steel tkat makes up tke 
portcullis at tke northwest corner of this area 
blocks entry into tbe chamber behind it. 

This level s innermost cham- 
ber can only be accessed with 
tbe master key that was 
required on tbe level below. 

If tbe party did not remove it from 
its lock, you must journey back and 
recover it to open this door. 

This room bouses four valves 
that control tbe flow of flame 
from tbe furnace to tbe level 
above, and tbe flow of water 
from tbe boiler on level 1 of tbe tower. Tbe 
monitor in tbe northeast corner shows tbe sta- 
tus of tbe bilge pumps on tbe level below. 

W ater will not flow upwards through these pipes if tbe pumps have not 
been activated. A metal ladder will allow direct access to tbe pump con- 
trols by lowering it with tbe lever located next to it. 



Tower - Level 4 


The culmination of all of tbe heroes, work comes together here. Four 
monitors line tbe south wall towards tbe middle of tbe east-west corridor 
leading from tbe ladder. These monitors show tbe following (from east 
to west) : a) water flow through tbe valves (located on level 3) , b) status 
of tbe furnace (entry level), c) boiler generator (located on level 1) and 


d) status of tbe water pumps. It is imperative for all of these to be func- 
tioning correctly in order to activate tbe ZO-LINK. 
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H0T£: The water valves must be opened 
and the furnace must be burning for the 
generator to operate 

A teleport square located 
in a chamber to tbe north 
of tbe monitors will 
allow tbe party to quick- 
ly reach tbe area outside 
tbe keep and stock up on any 
supplies. 

Tbe corridor leading to 
tbe west side of this level 
ends with a small cham- 
ber containing an alcove 
with a ringed area 

directly in front of it. Tbe alcove contains 
two keys. Both of these keys are required 
to open up tbe pathway to activate tbe ZO- 
LINK machine. However, once both keys are removed, tbe bio-magnet 
below tbe party s feet will activate and bold them in place until at least 
one key is returned to tbe shelf in tbe alcove. 

An entryway into tbe room behind tbe portcullis is created once tbe key 
is inserted into tbe keyhole. Once inside, tbe party will find itself in a 
rather cramped room. Use tbe objects within to create enough space to 
move about. 

Tbe ZO-LINK. machine requires an enormous amount of energy to acti- 
vate tbe gateway between Skullkeep and tbe void. Tbe energy that is dis- 
charged from tbe coil on tbe north side of tbe chamber, by itself, is not 
enough. 
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Tower 


Roof 


A few of tlie arcber guards 
as well as a tat can te found 
roaming atout on tte roof. 
Tte collector located on the 
center of tte roof acts as a 
ligttning rod and does a fine 
)ot attracting streams of 
electricity from tte sky. 
Stay clear, and rememter, it 
you see ttree tlasts, get tte 
teck out of ttere-you may 
te next. 



The Void 

It IS tere ttat tte party will 
face tKe final confrontation. 
It IS ttis space tetween 
worlds ttat Dragott tas cre- 
ated to create a pathway for 
tis master to return to Zalk. 
Before venturing into tte 
void, use tte teleport pad 
near tte monitors and make 
one last visit to tte stops and 
purchase the best armor and 
weapons the party can 
afford. 
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ITEMS 

la. torch (in wall sconce) 

1 . scroll (a) 

2. chest containing: 2 VI potions 

3. bota 

4. gold coin 

5. sun crest 

6. branch 

7. scythe 

8. YA EW sphere 

9. rock 

10. staff 

12. YA BRO potion 

13. RAkey 

14. YA potion 

15. dead bat 

A. Removing the sun crest from the wall reveals an alcove containing the 
following: 

Bag Containing: 2 apples, shank, cheese, bread 
Magick Map 

Money Box containing: 2 gold coins, 6 copper coins Solid key 

B. A solid key will open up the door leading to outside your post. 

C. The RA key will allow the gate next to the obelisk to be opened, allowing 
the champions to enter the RA Clan area. 

D. Standing on this area and activating the ‘teleport’ action of the tech shield 
will allow the party to teleport to another location containing the same 
ground marking. 

E. Armor shop 

F. Clothing shop 

G. Tav 

H. Weapon shop 

I. Reaching into the fountain, the party can recover the following: 

2 copper coins, 1 gold coin 
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Sun Clan Area 



ITEMS 

1 . dead bat 

2. quiver 

3. apple 

4. slayer arrow 

5. bow 

6. arrow 

7. Thorn Demon steak 

8. Mana blossom 

9. Clan key piece 

10. Magick map, lightning 
key 

1 1 . bag containing: FGL 
potion 

A. Sun / Moon obelisk 

B. Inserting the lightning 
key into this obelisk 
will allow the party to 
open the gate next to it 
and explore the 
Lightning Clan area. 


jLf ! ?*Jlt liti 
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Underground Area 1 

ITEMS: 

1 . FGL potion 




Underground Area 2 

ITEMS: 

1 . 2 VI BRO potions 

2. green gem 


Lightning 
Clan Area 

ITEMS 

1 . fairy cushion 

2. bainbloom 

3. bone 

4. Scout Map 

5. Moon key 

6. Clan key piece 

7. Thorn Demon steak 

8. slayer arrow 

9. crossbow 

10. chest containing the following: scarab, suzerain, 2 gold coins 

1 1. horned helm, skeleton 

12. money box containing the following: 1 copper coin, 1 gold coin 

13. tech shield 

A. This section is filled with marshy areas that can impede the party’s 

progress. These areas make the champions easy prey for the wolves if 
they get stuck for too long a period. 
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B. This is a secret passage 
leading back into the Sun Clan area. 

This passsage way opens when the ' 

party approaches and will remain open. 

C. Teleport area 

D. Inserting the moon key into this obelisk will allow the party to open the 
gate leading into the Moon Clan area. 
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Wolves Den 


ITEMS 

1 . 3 FGL BRO KG potions 

2. 3 FGL BRO KG potions 

A. Moving the boulder will allow the party access 
into the other section of the wolves* den. 
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Moon Clan Area 



ITEMS: 


F-- 


1 . 

2 . 

3. 

4. 

5. 

A. 


E. 


RA SAR shield 
palm apple 
green gem M-Att 

Ekey 
Clan key 
piece IP 

Sun / Moon 
obelisk 


B. Teleport area 

C. Inserting the 
E key into 
this obelisk | 
will allow 
the party to 
open the 
gate lead- 
ing into the 
Cloud Clan 
area. 


The 

Other 

Village 

Armor 

Shop 

The Other 
Village 
Clothing 
shop 

The Other 
Village 
Weapon 
Shop 
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Cloud Clan Area 


ITEMS: 

1 . vorpal blade 

2. serpent staff 

3. FGL bomb 

4. spirit cap 

5. palm apple 

6. green magick 
box, FUL key 
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This is another marshy area. Watch out 
for ambushes by the Tree Gorgons while 
the party Is in this area. Getting stuck here 
can allow the party to be quickly surround 
ed by the evil treants. 

Walking on these covered pit areas too 
many times will trigger them, limiting the 
party’s movement options. Take care in 
not making too many unnecessary trips 
across them. 



C. 


D. 


Removing the 
tapestry from the 
wall, the party will 
uncover the fol- 
lowing items: 

Fury (sword), 
guard minion, 

OH key, 2 gold 
coins 
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E. 


This is a good place to use the 
green magick box to freeze the 
moving pits in this area and 
navigate towards the south end 
of the room. 


Placing the flat FGL key Into 
the spot next to this door 
will allow the party to 
open the door. 
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F. Use the OH key, which can be found past the mummy corridor, to unlock 
this door. 

Q. To retrieve the final Clan key piece, the champions must summon the 
crypt’s merchant with a monetary offer. 

H. Reaching into these fountains, the party will find the following: 

2 gold coins, FGL bomb 

I. Magick Merchant shop 

J. Approaching this area will cause the gate to the north to open. 

Crypt Lower Level 

ITEMS: 

1. Torso plate 

2. leg plate 

3. foot plate 

4. armet 

5. chest contains: three red gems, green 
gem, scarab 

A. The wall opposite the south gate separaing the large area the party is 
dropped into if one of the roaming pits happens to catch them is a secret 
door. To open it, the party must remove the loose stone located In the lower 
right hand corner of the wall section just south of it. Behind the loose stone, 
the party will find a button that opens / closes the wall. 

SkuIIkeep Level 1 


ITEMS: 


1 . 

bones 

A. When the party triggers this 

2. 

minion map, gold key 

floor plate for the first time. 

3. 

crystal shield 

the drag on doors behind 

4. 

Tempest sword (see item E) 

them close. It also activates 

5. 

Tech boots 

the tech eye on the wall that 

6. 

Tech plate 

causes three sets of fireballs to 

7. 

Tech poleyn 

roar down the corridor from 

8. 

pyro 

the north end past the three 

9. 

2 FGL BRO KG potions 

sets of portcullis. 
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B. 

C. 


D. 

E. 


F. 

G. 

H. 

I. 

J. 

K. 


L. 


Stepping on this floor plate closes all opened portcullis to the north. 

The gems on the wall each correspond to a portcullis. The one on the west 
wall will open the set nearest to the party. The gem on the east wall trig- 
gers the second set and the one on the south wall will open the third and 
final one. In order to reach the north end of this corridor, the party must do 
the following: 

Facing south, press the gems In the following order: east, west, 
south then quickly move northwards (without turning around) 3 
steps. The delay between the opening of the gates will allow the 
party to rotate to face north then quickly proceed past the last 
two gates. If any of the party members are encumbered (the 
Load Indicator displaying In either Yellow or Red), casting the 
Accelerate spell will be required to allow the party to move quick 
enough to pass before the gates reset themselves. 

Stepping on these floor plates opens the portcullis south of the plate when 
the party faces that direction. 

The Tempest can be obtained in the following manner. Once the sword is 
picked up, a pit opens up where the party entered the room prohibiting from 
leaving. This pit closes again once the sword is placed back down. If the 
sword is thrown onto the right side of the square where the pit opens, it will 
close before the sword hits the floor. This will allow the party to exit the 
room. The sword can then be picked up from outside of the room. The 
sword can also be obtained using the minion map. By standing on the 
square the Tempest rests on and marking the ‘X’ on the map, the party can 
then exit the room and conjure a fetch minion to retrieve the sword for 
them. 


Triggering this switch on the wall opens / closes the pit to the south. 
Stepping into the mist will teleport the party to Tl. 

Stepping into the mist will teleport the party to T2. 

The small button on the wall opens / closes the wall section to the north. 


Triggering this switch turns the reflective mist on or off. 


The button on the wall activates the fireball launcher. If the party doesn’t 
immediately kill the imp that occupies this area, it will most likely teleport 
to this area and activate the reflective mist and fireball launcher, to impede 
the party’s progress. 


Pushing the boulders over the pit openings will cover the holes, allowing the 
party to navigate to the east side of this area to an exit out of the keep back 
into Moon Clan area. Take care not to fireball any of the boulders con- 
cealing the pits-these blasts can disintegrate the boulders reopening the pits 


they conceal. 
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M. The furnace that is » 

guarded by the nninion 9 

heats the water boiler on 
level 2 of the keep. After dis- 
pensing with the minion, you can stoke the furnace by casting a fireball into 
it. It is essential for the furnace to be kept lit to activate the water boiler. 
The pyro found lying in this area and on the sub-level below provides the 
fuel to keep the fire burning. If the Rockies from the sub level below have 
been released, they will perform the repetitive task of keeping the furnace 
fired by retrieving the pyro ore and throwing it into the furnace. 


8 


M- 


3 K 
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SkuUkeep Level 2 
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1 . mana blossom, spirit cap 

2. staff, meteor metal 

3. scroll (c), gold coin 

4. red gem 

5. combat staff 

6. cover plate (behind which is a tech eye) 

7. RA SAR helm 

8. RA SAR plate 

9. RA SAR poleyn 

10. large gear, eye of time (1 charge left) 

11. YAkey 

12. large gear 

13. scout map 

A. Pulling the cord on the wall rings a gong that signals the vexirks to open to 
portcullis. 

B. The large pot the middle of this room is the vexirks’ cauldron. Placing the 
proper raw materials into it transforms the objects in to one magick item. 

snake staff Mana blossom -f- one staff 

blue Steele gold coin + red gem + spirit cap + meteor metal 

C. This metal door opens once the party defeats the Vexirk King. 

D. Placing an object on this floor plate triggers the opening of the door in the 
south-west corner of this area. The party must be especially quick as the 
door immediately closes again. The minion map may be used here by des- 
ignating the floor plate square as the destination, setting an object down in 
front of the party and conjuring a carry minion. The minion will deposit the 
Item on the square containing the floor plate, thereby opening the portcullis. 

E. Removing the Tech eyes that are located behind the cover plates will allow 
the party members to navigate this corridor without triggering the fireball 
launcher located at the end of the corridor. 

F. Placing a large gear Into the mechanism next to the door will enable the 
door’s switch. The gear can then be removed to be used In the next mech- 
anism. This is a timed puzzle, and if the party does not proceed quick 
enough a pit will open beneath the champions’ feet, depositing them back 
to level one. 

G. Placing the YA key into the square key hole will allow the door at the north 
end of the water boiler room to be opened. 
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H. The YA key can be removed from the keyhole by pressing the green dia- 
mond-shaped button on the wall. This, however, causes a pit to open in 
the floor section In that alcove, causing the key to fall two levels down. 

I. sign reads: BEFORE USING BOILER TURN ON 

WATER VALVES TWO LEVELS UP 

J. This level starts up / stops the generator that operates the boiler. The 
water valves on level 4 must first be opened before starting up the boiler. 

K. This level raises / lowers the steel ladder around the corner. Lowering this 
ladder allows access into the sublevels of the keep. 

L. sign reads: FURNACE ON LEVEL BELOW 

MUST BE STOKED AND BURNING 

M. These devices monitor the furnace and the water flow on levels 1 and 4 
respectively. 

N. Using the tech shield while standing on this area will allow the party to tele- 
port back to the area surrounding the keep. 

O. The YA key must be in place to open this door. 

P. Destroying the magickal gates will prevent attack minions from entering the 
castle from the void. 

Q. Standing on this floor plate turns on the ZO spell launcher that triggers the 
opening and closing of the pit two squares to the south. Sending a scout 
minion into the alcove where the launcher is located will allow the party to 
proceed past the pit. 

R. This lever turns the ZO spell launcher on / off. It is this device that triggers 
the opening and closing of the pit next to the square containing the ladder 
leading up. 
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SkuIIkeep Sub-level 1 


ITEMS: 


1 . green gem 

2. pyro 

3. emerald orb 

4. Kalan gauntlet 

A. If the party jumps through the pit opening in the boiler room (level 2) they 
will land here. 


B. The Dru-tan must be destroyed to obtain the Blood key. 

C. This flip switch resets the spiked platform back to its starting position. 

D. Stepping on this floor switch triggers the spiked platform to move down the 
corridor. Anything caught in its path is pushed towards the west end, 
becoming impaled when the wall reaches the end of the corridor. Players 
can use this moving trap to their advantage by luring the Dru-tan into fol- 
lowing them into the corridor and allowing the spikes to finish it off. 


E. This hidden switch opens the portcullis leading out of the ‘corridor of death* 

F. The large rock-shaped switch embedded in the wall turns on 
the teleport mist located at the east end of this room. 

The mist will teleport the party to XI on level 1 of 
the keep. Activating this mist 
also allows 
the Rockies 
to be tele- 
ported to 
where they 
can fulfill 
their role in 
life by 
keeping the 
furnace 
burning. 




Interplay Productions 


Solutions 


SkuIIkeep Sub-level 2 


ITEMS 

1. blue gem 

2. pyro 

3. gold coin 

4. blue gem 

5. skeleton trapped in wall (holding 


A. If the party gets trapped in this area by 
the avalanche, they can use the axe from 
the skeleton trapped in the wall to remove the debris blocking 
the corridor. It takes awhile, but repeated attacks against the 
wall will cause it to disintegrate. 



2/4 


SkuIIkeep Level 3 

ITEMS 

1 . scroll (d) 

2. 5 slayer arrows 

3. large gear 

4. RA SAR greave 

5. master key 

6. RA SAR shield 

7. scout map 

8. large barrel 

9. cross key 

10. floating chest contains: vacuum fuse 

A. These three floor plates trigger the fireball launcher on the west end of the 
room directly opposite them. This area can also be considered a ‘safe spot’ 
as the archer guards don’t seem to enter this area. Use this area to your 
advantage by allowing the party to rest and gather up mana. 

B. A vacuum fuse (which can be obtained after the floating chest is destroyed) 
is needed to complete the circuit to allow the party to open the gate on the 
east wall. 

C. Inserting the cross key into this keyhole will lower the ladder, allowing 
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D. Inserting a large gear into this mechanism will enable the door three squares 
to the east to be opened once the master key has been inserted into the key 
hole next to it. 

E. The master key fits into this key hole and allows the gate next to it to be 
opened once the large gear is in place in the mechanism (item C). 

F. This corridor is filled with levers on the wall that operate the steel doors in 
the winding corridor that follows past the steel door at the east end. 
Activating the levers in the following manner will open all of the doors, 
allowing the champions to reach this level’s inner chamber. 

lever LI - activates door D1 (flip twice) 
lever L2 - activates door D2 (flip once) 
lever L3 - activates door D3 (flip once) 
lever L4 - activates door D4 (flip once) 
lever L5 - activates door D5(don’t touch) 
lever L6 - activates door D6 (flip twice) 
lever L7 - activates door D7 (flip twice) 

G. This lever raises / lowers the steel ladder next to it. 

H. This lever raises / lowers the steel ladder located around the corner to the 
south. 

I. These levers start, stop the pumps. 


SkuIIkeep Level 4 


ITEMS: 


1 . 

guard minion 


2. 

attack minion 


3. 

sign reads: 

NO WATER 

CHECK PGMP OPERATION 
ON LEVEL BELOW 

4. 

sign reads: 

REFLECTOR PRACTICE 

5. 

fury (sword) 


6. 

fire poleyn 


7. 

fire plate 


8. 

FGL bomb 


9. 

VEN bomb 


10. 

flask 
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1 1 . fire helm 

12. fire g reave 

13. fire shield 

A. The party must demolish enough tables here to get them enough room to 
negotiate the area to the east. Fireballs won’t work here since they fly too 
high to be effective. 

B. Careful timing is needed here to navigate through this area. Be sure that 
none of the party members are encumbered before attempting to negotiate 
through the rams’ heads. Make use of the magick map to show the posi- 
tions of the rams’ heads. 

C. Placing an object on this floor plate will close the pits on the east, west and 
south sides. It will also open the door located at the west end of this area. 
Triggering this plate can be accomplished by having a weaker member 
throw a heavy object (such as a full chest) or throwing an article of clothing 
such as a bandanna. 

D. If the party remembered to pull the master key out of the keyhole from the 
level below, it can be used here. If you didn’t... well, you now have to go 
back and get it to open this door. 

E. The levers on the three sides of this wall move the reflector plates located in 
the north half of the room. In order to close the line of pits that separates 
the two halves of this room, the fireball that is launched when the floor plate 
is depressed must find its back to the starting point. Position the reflector 
plates as shown, and then step on the floor plate to launch the fireball. 
Toggle the lever on the south side of the wall so that the reflector directly in 
front of the fireball launcher redirects the fireball back to where it started. A 
quicker way to accomplish the closing of the pits is to position a scout min- 
ion where the fireball is launched and then step on the floor plate. 

F. This lever raises / lowers the steel ladder around the corner to the south. 

G. These valves open / close the water flow from the boiler. These valves 
must be open to start the boiler on level 2. 

H. These valves open / close the flame flow from the furnace. These values 
must be open to initiate the fireball launchers on the level above. 
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Skullkeep Level 5 

ITEMS: 

1. onyx key, skeleton key 

2. attack minion 

A. The row of monitors here show the status of the equipment in the keep. 
They monitor (from east to west) the following: water flow, the furnace, 
generator power and the pumps. All of these pieces of equipment must be 
functioning in order to activate the ZO gate. If any one of the machines is 
not functioning, the party must make their way back to that area of the 
keep containing the equipment and return them to a working state. 

B. The keyhole next to the door will accept the onyx key and allow the cham- 
pions to activate the door next to it. 

C. This pad will allow the party to teleport back to the grounds to return home 
and heal any members before heading into the void to defeat Dragoth. 

D. This corridor will be alight with sparks of energy produced by the coils in 
the walls. If the direction of the how leads to the west, the party can quickly 
follow the stream of electricity into the area at the west end. If the flow Is 
running from west to east, send a scout minion ahead of the party. The 
blast will destroy the minion but allow the party to move quickly into the 
western area. 

E. The alcove at the far west end contains two keys. However, the bio-magnet 
that the party must stand on to retrieve the keys will only allow one to be 
taken. If the champions attempt to procure both keys, the magnet will acti- 
vate holding the party in place until one of the keys is returned to the 
alcove. 

F. This lever will lower / raise the steel ladder, providing a short-cut back to 
level 5. Lower the ladder to create a pathway to return to the ZO gateway 
room after replacing the onyx key and retrieving the skeleton key. 

G. These levers activate the fireball launchers next to them. 

H. If the party has managed to get and keep the furnace fired up, the genera- 
tor running, the water and flames valves open and the pumps in motion, 
throwing this switch will feed electric blasts to the collector in the center of 
the room. 

I. Once the skeleton key is placed in the keyhole a teleport mist will activate 
to the south. 
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Dungeon Master II 


Unlocking The Secrets Of SkuIIkeep 


Solutions 


J. Stepping into the mist will teleport the party to T1 . 

K. The reflectors can be turned by ‘clicking’ on their bases with the leader’s 
hand. Position the one next to the party so that they can demolish the table 
next to it. Once the table has been removed, the brazier can be moved out 
of the way, allowing the party to obliterate the other table. Once both 
tables have been disposed of, both reflectors need to be placed on the 
sewer covers and positioned so that the fireballs from the launchers strike 
the collector. Once everything is in position and the collector is being 
struck by all three energy sources the gateway into the void can be opened. 

L. This wooden ladder leads to the roof of SkuIIkeep. 

M. Throwing this switch will open the gateway into the void if the energy collec- 
tor in the center of the room is being bombarded with the fireballs from both 
launchers and the electric energy blasts from the coil at the north end of the 
room. 


SkuIIkeep Roof 

ITEMS: 

None 


The Void 


It is here that your champions must venture to destroy Dragoth. The void is 
pretty much a featureless place that leads from Dragoth’s world to Zalk, There 
are two magickal moving platforms that the party must ‘walk with’ to move 
between the three larger stable energy masses. Falling off these any of these 
masses will teleport the party back into SkuIIkeep somewhere. 

Quickly navigate to the third large mass. This is the area that contains the gate- 
way to Dragoth’s world. Once he senses the party’s presence, he will enter the 
void from his side and barrage the them with spells and attack minions of his 
creation. Use guard minions to defend against and attack minions to destroy 
Dragoth’s without wasting mana. 

Save often in this area. It will take a lot of sidestepping and quick, precise 
attacks to bring Dragoth down. 


Dragoth’s resistance is very high, but he is slightly more susceptible to fire and 
magick than he is to poison. Try to attack using physical means and use the 
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Mana to create spells that can protect the party. Make use of the Combat Staff, 
the Emerald Orb and the Staff of Neta to heal the party members without having 
to flip between the view and the character stats screen to intake health potions. 

If your quick enough, you can negotiate all the way to Dragoth’s entrance into 
the void without giving him a chance to maneuver out in the open. You may 
find it easier to defeat him this way, as you can immediately box him in with two 
attack minions on either side. Doing this will allow the champions to get in a 
couple of good rounds while he is busy depending with the minions. Beware his 
ability to push the party members. He will attempt to engage close and then 
push the party off of an edge into the void. 
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Solutions 




Scrolls 

A. RENEW THE UFE OF A FALLEN CHAMPION 

B. TO OPEN THE CASTLE DOOR YOU MUST GET A KEY PIECE 
FROM EACH OF THE FOUR CLANS OF SKULLKEEP 

C. SNAKE STAFF 

ADD 1 MANA BLOSSOM 
ADD 1 STAFF 

D. INVOKE ZO TO CLOSE HOLES THAT THE MINIONS OF EVIL 
HAVE OPENED 
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